Knight
You start knowing 2 players
that are not the Demaon.

Clockmaker

You start knowing how many steps
from the Demon to its nearest Minion.

Bounty Hunter

You start knowing 1 evil player.

If the player you know dies, you leaim another
evil player tonight. [1 Townsfolk is evill

Innkeeper
Each night*, choose 2 players:
they can't die tonight, but 1 is drunk until dusk.

Snake Charmer

Each night, choose an alive player:

a chosen Demon swaps characters & alignments
with you & is then poisoned.

Dreamer

Each night, choose a player (not yourself or Travellers):
you learn 1 good and 1 evil character,

1 of which is correct.
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Klutz
When you learn that you died, publicly choose
1 alive player: if they are evil, your team lases.

Saint
If you die by execution,
your team loses,

Godfather

You start knowing which Outsiders are in play.

If 1 died today, choose a player tonight: they die.
[-1 or +1 Outsider]

Harpy

Each night, choose 2 players:

tomoraw, the 15t player is mad that the 2nd is evil,
or one or both might die,
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Shabaloth

Each night*, choose 2 playvers: they die,

A dead player you chose last night might be
regurgitated.

Fang Gu

Each might*, choose a player: they die.

The 1st Qutsider this kills becomes an evil Fang Gu
& you die instead. [+1 Quisider]
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Fortune Teller
Each night, choose 2 players:
yau learn if either is a Demaon,
There & a good player that registers as a Demon foyou,

Exorcist
Each night*, choose a player (different to last nighth:
the Demon, if chosen, learns who you are '
then doesn't wake tonight.

Alsaahir

Once per day, if you publicly guess R 1,
which players are Minion(s) and which are Da'rm{s.‘r A
good wins. X

Cannibal

You have the ability of the recently killed executes.
If they are evil, you are poisoned :

until a good player dies by execution. R

Farmer )
If you die at night, 1 by
an alive good player becomes a Farmer. ; bt

Sage i
If the Deman kills you, o
you leamn that it is 1 of 2 players, g

Tea Lady by

If both your alive neighbaors are good,
they can't die. o

Snitch
Each Minion
gets 3 bluffs.
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Heretic «* 8 N
Whoever wins, loses & whoever loses, wins, | ifﬁ

even if you are dead, A
Mastermind #1 h
If the Demon dies by execution (ending the gameJ. (oL
play for 1 more day. U
If & player is then executed, their team loses. s
1
Baron L ‘
There are extra Qutsiders in play. : '.
[+2 Qutsiders] e
d';:. ]
Legion 1
Each night*, a player might die. 5
Executions fail if only evil voted. P

You register a5 a Minion too, [Maost plmaeLeduﬂ

Lord Of Typhon
Each night*, choose a player: they die.
[Evil characters are in a line. You are in the middle.

+1 Minion. -7 to +? Outsiders]




Godfather

Harpy

A

Dreamer

Dawn
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Check that all eyes are closed, Some Travellers & Fabled act.

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhan:
Show each of these players a unigue Minion token, and give a thumbs down.
Replace these players’ good character tokens with these Minion takens and put these players ta sleep.
Then, do the Minion Info and Demon. Info steps as normal.

If there are 7 or more players, wake all Minions:
Show the THIS 15 THE DEMON token. Point to the Deman.

Repeat the following process for each Minion:
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 not-in-play good character tokens.

If there are 7 or mare players, wake the Deman:
Shew the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token, Show 3 not-in-play good character fokens,

The Snake Charmer chooses a player. If they chose the Demon:
Show the YOU ARE & Deman tokens, Give a thumbs down, Swap the Snake Charmer & Demon tokens,
Put the cld Snake Charmer to sleep. Wake the old Demon.
Show the YOU ARE and Snake Charmer tokens & give a thumbs up, @

Show the character tokens of all in-play Outsiders,

The Harpy choases a player @ & then ancther player. @ Put the Harpy to sleep, Wake the first target
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second target.

The Fortune Teller chooses 2 players, Mod if either s the Demon (or the RED HERRING),

Give a finger signal,

The Dreamer paints to a player. Show 1 good & 1 evil character token, 1 of which is their character.

Point to the two players marked KNOW. 80

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their token upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint to an evil player. Place the SEEN token beside the shown player. &

Wait a few seconds. Call for eyes open.
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